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THE STORY THUS FAR... 


For as long as anyone can remember, the Festival of Souls 
has signaled the end of summer and the true beginning 

of autumn for those in the northern reaches of the world. 
Each year, children dress up as monsters to frighten away 
evil spirits and are rewarded with candy and treats for their 
bravery. Of course, the grown ups get in on the celebrations 
as well and each town covers itself in decorations. Parties are 
held, and fanciful foods are cooked. It’s a night of joy and jest 
for all who wish to participate. 


There is a story, however, that these celebrations used to 
serve a different purpose. Some say the festivals and costumes 
were meant to appease a minor deity, a trickster god whose 
only desire was to bring fun and joy to those who seek it. 
Over time though, he was forgotten, relegated to the annals 
of myth. Angered by this, he devised the greatest trick of all. 
He built a magical mansion, filled it with treats and traps, 
and monsters drawn from his own twisted psyche. Every 
year, on the night of the Festival of Souls, he manifests this 
haunted home somewhere in the mortal realm. Those who 
enter risk death, but also great rewards if they can conquer 
what the forgotten god has placed before them. 


ADVENTURE SYNOPSIS 


Meezul’s Mysterious Mansion can be set in any town of significant 
size on the last day of summer. The characters find themselves 
in this town as the festivities begin and as they explore what 
they have to offer, come upon Meezul’s magical and mysterious 
mansion and are drawn inexplicably inside. 


The adventure is balanced for a party of four level five 
adventurers. It consists of the following sections: 


The Party Begins. The characters find themselves in 
town during the Festival of Souls. They're introduced to the 
holiday and might win some Spirit Treats. 


That Wasn’t There Before. The characters come 
across Meezul’s mansion and are inexplicably drawn inside. 
Once the doors have sealed behind them, they are greeted by 
the master of the house and told what they must do to escape 
with their lives. 


A Parlor Too Many. The characters must navigate the six 
Parlors (and one haunted painting) of the mansion, defeating 
the monsters within, solving its puzzles, and working to 
unlock the final door to Meezul’s chambers. 


The Life of the Party. The final room of the mansion 

contains Meezul himself. The characters must defeat the 

minor god and then flee from the mansion as it melts 
around them. 


Until Next Year. Having escaped the mansion, the party 
is taunted by Meezul who can never really die, but has been 
entertained enough that he'll leave the mortal realm... at least 
until next year. 


ADVENTURE HOOKS 


Choose one of the reasons below for why the party finds 
themselves in town on the day of the Festival of Souls, or 
make up your own. 


Party Time! 

The characters know of the Festival of Souls but haven't had 
a chance to participate. Since they found themselves in the 
area at the right time of year for once, they've made it a goal 
to join in the festivities. 


A Stolen Trinket 

The characters encountered some costumed children on 

the outskirts of town. When they didn’t provide any candy, 

one of the little rascals made off with a trinket of the party’s 

and headed for town. When they caught up with them, they 
retrieved their property and found themselves smack dab in 
the middle of the festival grounds. 


A Call for Help 

The characters were approached by the mayor of the town. 
He advised them that a mysterious building has popped up 
on the outskirts of town and he’s worried it might bring 
trouble that would disrupt the holiday. He tasks the characters 
with investigating it. 


“The last summer breeze wafts slowly through the air, carrying 
with it the scent of cinnamon and pumpkin spice. The Festival of 
Souls has come to town and colorful decorations adorn every house. 
Small children run about collecting candy from the adults and 
playing tricks on those who have nothing to offer. It’s all in jest 
though, as everyone participates in the festivities.” 


The characters find themselves in town for the Festival of 
Souls. Around them, children dressed like goblins and kobolds, 
ghosts and dragons run to and fro. If they linger about, the 
costumed children will pester them for treats and snacks. 

If they aren't provided, the children will make funny faces 
and blow raspberries at them before running off towards a 
nearby house. 


The town center has been converted into a festival ground. 
There are games of chance, food stalls, small performances, 
and enough pumpkin ale to drown a Dwarven city. The =# 
characters can partake of these games of Strength, Dexterity, 
and Wisdom by making DC 15 ability checks. If they suc- 
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ceed, they win the game and are awarded 1d3 Spirit Treats, 
magical candies made only for the festival. 


Spirit Treat 

Consumable 

A player can spend 30 seconds eating a Spirit Treat to gain a 
random effect from below. 


SPIRIT TREAT 
1d20_ Effect 


2 +2 to Ability Checks for 1 Hour 


4 +2to Damage Rolls for 1 Hour 


6 +2 to AC for 1 Hour 


Gain a Fly Speed of 5ft. and become Incorporeal for 1 Hour 
Resistance to all non-Force damage 


10 Gain a Climb Speed of 20 ft. for 1 Hour 


12 Gain a Swim Speed of 20 ft. and water-breathing for 1 
Hour 


14 Gain Advantage on Str Checks for 1 Hour 


16 Gain Advantage on Con Checks for 1 Hour 


18 Gain Advantage on Wis Checks for 1 Hour 


20 Gain Advantage on All d2o Rolls for 1 Hour 


Each time a player consumes a Spirit Treat after their first, 
they have to make a DC 16 Con save or else they become 
sickened, vomiting for a round, and losing the effects of any 
previously ingested treats and not gaining an effect from the 
triggering treat. Failing the Con save or taking a long rest 
allows the player to eat a Spirit Treat again without having 


to make the Con save. 


That Wasn't There Before 
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‘Standing tall and imposing on the outskirts of town is a large 
dark mansion. Its form seems to shift as your eyes move over it, 
and you see something new each time you inspect a portion. Sud- 
denly, you feel pulled towards the entrance.” 
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Have the characters each make a Wisdom saving throw. 
Whoever rolls the lowest is inexplicably drawn to the house 
and makes their way inside. If someone tries to stop them, 
have them make contested Strength rolls. 


If the characters enter the front door, read the following: 
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“You find yourself in a large circular foyer. To your left and right, 
staircases lead down to the floor below. At the far end of the room, 
a massive door stands inlaid with seven Jack-O-Lantern sculptures. 
The door is flanked on either side by three large wooden doors. In 
the center of the room, there stands a pedestal with a giant glass 
bowl full of what appear to be treats.” 


The bowl contains 1d4+1 Spirit Treats for each character. 
The doors are all locked currently. As soon as the party takes 
some of the treats, a voice booms above them. 
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“Welcome to my home! Muahahahahal! It is the season for tricks 
and treats. I see you've found the latter. If you wish to leave this 
place, you must venture into my many parlors, find the golden 
keys, and unlock the door to my study. There, we will engage ina 
truly climactic battle that the world will never feign to forget! Goo 
luck! You'l need it! Muahahahaha!” 
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The mouth of each of the Jack-O-Lanterns contains a keyhole. 
When the corresponding key is inserted and turned, the eyes 
of the Jack-O-Lantern light up and a click can be heard. Once 
all seven keys have been turned, the door unlocks revealing 
Meezul’s study. 


The doors along the walls are numbered one to six. Behind 
the characters, against the wall below where they came in, 
is a painting of a ghost ship. There is a plaque at the bottom 
with the number seven written. 


When the characters open a door, it leads to the corresponding 
room. If they touch the painting, they are all transported 
inside it. 


The door leading outside is locked and cannot be opened. 


At the conclusion of each room’s encounter, have 
each character make a DC 11 saving throw. 
Typically, this will be Wisdom - their 
attempt to maintain their sanity, but 
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could also be Intelligence if they're trying to keep track of the A PARLOR TOO MANY 2D 


weird and mysterious goings on in the mansion. 


BONUS ROOM - MEEZUL’S LABORATORY 
On a failure, a character gains a strange quirk that lasts for 


as long as they remain inside the mansion. Roll 1d20 and 


consult the table below to see what manifests. “This dark room is full of wooden crates and burlap sacks. To the 


north, a small door sits slightly ajar. From beyond, the sound of 


QUIRKS ; 8 
1d20—‘ Effect crackling energy can be heard. 
1 You believe one of your party is a deity in disguise. 
a You gain a sudden interest in poetry and talk only in 5 
rhyme. Failing to make a rhyme causes you 1 point of 

psychic damage This room is hidden below the foyer of the mansion. It can 

3 You can’t help but admire yourself, and will flex in front only be accessed if someone makes a DC 15 Intelligence 
of every mirror you pass, giving yourself quiet compli- (Investigation) check while looking at the pedestal the bowl 
ments. of candy is on. If they succeed, they trip a switch that slides 


4 You suddenly think you’re the opposite gender, and are 


surprised when you discover you’re not. the pedestal to the side revealing stairs that go down into the 
5 You become temporally confused, speaking of the past darkness. 

as if it were the future, and the future as if it were the 

past. 


The warehouse room the party initially finds themselves in is 


6 You become honest to a fault. Lying, even partially — : 
(at the GM’s discretion), causes you to take 1 psychic full of body parts, candy monstrosities, and assorted supplies. 
damage. If they search the boxes they find 6d4 Spirit Treats. 


7 You can’t help but lie about everything. Telling the truth 


causes you to take 1 psychic damage. 


8 You believe you are one OFthe other, patty members. When they enter the next room, two Wights rise from the 


tables and attack. They don’t have their swords or bows, and 


8) You become a loot hoarder, just like a dragon. - : ; 
theyre immune to lightning damage. 


10 You develop hydrophobia. Any time you spot a source 
of water equal to or larger than a tankard, you must 


succeed on a DC 11 Wisdom saving throw or become The following room contains a Ghoul in each of the small 
frightened of the water. You can repeat the saving throw pens and a Ghast at the far end of the room. 

at the end of each of your turns, ending the effect ona 

success. 


Entering the final room awakens a Vampire Spawn. 
If the party searches the nearby table, they find a Mace of 
Disruption. 


11 You speak all your internal thoughts. 
12 You are convinced you can fly. 


13 You develop triskaidekaphobia, an irrational fea of the 


number 13 
14 You are afraid of the dark. Any time you try to move 


through a space that is not at least dimly lit, you must 
succeed on a DC 11 Wisdom saving throw or become 
frightened of the dark. You can repeat the saving throw 
at the end of each of your turns, ending the effect ona 
success. 

15 You talk about yourself only in the third person. 

16 You base all your decisions on the flip of a coin. 


17 You believe one of your party is an illusion and make 
subtle attempts to determine which it is. 

18 You believe you have contracted lycanthropy and your 
time is running out! 

19 You believe this is all a dream. 

20 You believe you are in a game, and everything that makes 
you the person you are is just a collection of numbers 
and a few sentences on a sheet of paper. 


Casting remove curse removes all quirks. 


ROOM #1 - PARLOR OF THE DEAD 


“A cobblestone path leads into this room. To the left and right, 
cracked and toppled gravestones can be seen. Ahead, three large 
openings in the earth in the shape of a screaming face dominate 
the center of the room.” 


seven tombstones in the corners of the room crack and open 
up to reveal seven Skeletons inside. As each one is destroyed, 
their bones swirl up into the air and fly down into the holes 
in the center of the room. Once all seven skeletons have been 
destroyed, a Swarm of Bones erupts from the holes and attacks 
the party. Once defeated, the door unlocks. If the party 
searches the graves where the skeletons came from, they find 
a small golden key and a Horrifying Helm. 


ROOM #2 - PARLOR OF NATURE 


‘A glass ceiling covers this garden-like room. In the center, a large 
ominous tree stands tall. On its branches, countless Jack-O-Lan- 
terns hang.” 


As the characters enter, the door locks behind them. The 
_ tree at the center uses the stat block for an Awakened 
* », Tree. At the start of combat, 1d6+2 Jack-O-Lan- 
terns fall from the tree into adjacent spaces. 

Every turn, if the Awakened Tree isn't 


within range to use its slam attack, roll 1d6. Ona roll ofa5 
or 6 it spawns 2 more Jack-O-Lanterns. Once the tree and 
the jack-o-lanterns have been dealt with, the door unlocks. 
If the party searches the trunk of the tree, they find a small 
golden key and a Staff of Pumpkins. 


ROOM #3 - PAINTING OF A GHOST SHIP 


“Inside the painting, a ghostly ship floats on a sea as black as night. 
From its hull, a ghastly green light emanates. As it rocks back and 
forth, the sound of lapping waves can be heard.” 


The characters are all transported inside the painting as — 
soon as someone touches it. Once inside, they find themselves 
aboard a ghost ship. 1d6+2 Ghost Pirates are at work 
manning the sails and rigging. When they oh the party, 


they attack. Once they're defeated, a Ghost Pirate Captain 
appears alongside two Hell Hounds. Once the captain is 
slain, the door behind him opens revealing a portal back 
to the mansion’s foyer. If the party searches the body of the 
ghost captain, they find a small golden key and a Pirate's 
Cutlass. 


ROOM #4 - PARLOR OF LIGHTS 
a oa el) 
“This room contains a large plinth in the center housing a 4x4 grid — 
of different lights. Along three walls are pedestals with peculiarly 
placed lights. In the four corners of the room, colored orbs sit on 
pedestals. Behind each pedestal, a large statue of a demonic dog can — 


be seen.” 
; | 


As the characters enter, the door locks behind them.. There 
is no way out other than completing the game to unlock the 
door again. 


Players need to study the three pedestals with just four lights 
on each. They must decipher that the lights also lay on a 4x4 
grid matching the color layout on the plinth in the center of 
the room, though not as obvious as the plinth. After studying 
the three pedestals, they should discover that one of the 

slots for each color is not shown on either pedestal, which 
becomes the corresponding slot on the plinth where each orb 
should be placed. Orange orb placed in the orange slot on the 
plinth, yellow orb in the yellow slot, and so forth. 


Each time an orb is picked up, the stone demonic dog statue 
behind it will light up with red eyes. If for any reason the stone 
is placed in the wrong slot on the plinth, this statue comes 

to life and the players must defeat it. There is no way to stop 
the demonic dog once it comes to life other than defeating it; 
i.e. placing the orb in the correct slot after the mistake will 
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not destroy them. If the 
orb is placed correctly on 
the first attempt, the cor- 
responding demonic dog 
statue from where that 
orb was picked up will 
have its eyes turned off. 


Once all four orbs are 
properly placed on the 
plinth, a chest appears 

in the room containing 

a small golden key and 
an Orb of the Arcane. 
Once it’s been looted, the 
door unlocks. 


ROOM #5 —- PARLOR OF PORTRAITS 


“This room contains three large, full length portraits: One of a 
mage, one of a rogue, and one of a fighter. The room is otherwise 
empty.” 


As the characters enter the room, the door locks behind 
them. If they approach the portraits, consult the following 
to determine what happens: 


The Gladiator: The Gladiator in the portrait steps out, 
salutes, and assumes a combat stance. The party, except 
for the player who looked at the portrait, are thrown 
against the wall and become paralyzed. She fights 
the player who looked upon her until they either 
defeat her or she knocks them unconscious. If 

she does, she looks to the other players 
for a thumbs up or down to determine 


the fallen player’s fate. If the player “Yields”, the fight ends 
and the Gladiator returns to his portrait. In order to clear this 
portrait, the fight must conclude with either the Gladiator or 
player falling in combat. 


The Mage: The mage steps out and summons a target 
dummy and a stand of 6 wands. He uses the Mage stat 
block except he has access to all the cantrips below. 
He casts the following spells in order at the 
dummy. 


Acid Splash, Lightning Lure, Firebolt, Ray of Frost, Toll the 
Dead, Mending 


Each of the wands holds one of these spells. A DC 12 Arcana 
check reveals what spell a wand holds. If a player wants to 
use it to cast the spell and they can’t cast it normally, they 
must make a DC 10 Arcana check. If they fail, nothing happens. 
If they fail by 5 or more, they become the target of the spell. 


The players need to cast the same spells in the same order 
on the dummy. If they do, the bows and he, the dummy, the 
wands, and their stand disappear. If they dont know what 

to do, the Mage repeats his actions and then motions at the 
players and the wands. 


The Rogue: The Rogue waits until the player who looked 
at him turns around. He then makes an attack at +5 and deals 
4d6+3 piercing damage as he backstabs the poor soul. If the 
attacked character had any Spirit Treats, the Rogue takes 
them and then disappears back into the painting. 


Once the players clear the three portraits, the center one 
open to reveal a chest. It contains a small golden key and 
a Parchment of Memory. Once it’s been looted, the door 
behind them unlocks. 


ROOM # 6 —- PARLOR OF TRICKS 


“This room looks like a Victorian era sitting room complete with 
2 plush couches, a coffee table, and a large fireplace. There is a 
note prominently placed on the table that reads “Have a seat and « 
drink. Il be with you shortly. -M” 


As the characters enter the room, the door locks behind 
them. There is a decanter the contains 2d4+4 doses of Potion 
of Diminution. The couches and the table are Laughing 
Mimics. They wait for at least two party members to sit 
down or drink the potion before attacking. If anyone tells a 
joke, no matter how bad, they immediately start laughing and 
reveal themselves. If the players do not drink the potion before 
the coffee table Laughing Mimic animates, the decanter falls 
to the floor and breaks. Once the mimics have been dealt 
with, a chest appears in the middle of the room. It contains 
asmall golden key and a Philter of Laughter. Once it'sy 
been looted, the door unlocks. 
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“A large stone fountain dominates the center of this place. To 
either side, two large stone skulls rest against the corners 

of the room. Ethereal tendrils of energy flow from their 
mouths into the fountain. Everything here is bathed 

is a blood-red glow.” 


As the characters enter the room, the door locks behind 
them. At the center of the room, stands a fountain full of 
blood. As soon as someone touches the blood, a Blood Golem 
rises up and attacks the party. 


If the golem ends its turn adjacent to or 
inside one of the ethereal tendrils, it regains 
10 hit points. The tendrils can be attacked. 
They have an AC of 10, 20 hit points, and 
are resistant to bludgeoning, piercing, and 
slashing from non-magical weapons. If 
destroyed, they no longer can heal the golem. 


Once the golem has been defeated, it collapses into a pool of 
blood leaving behind a chest. It contains a small golden key 
and a Blood Funnel. Once looted, the door unlocks. 
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“A massive corridor winds its way through this 30 ft. tall room. | 
The walls are lined with chocolate gold coins, treats, and small | 
coffins. The corridor’s walls are 10 ft. tall and what appears to be 
the stem of a giant pumpkin can be seen at the far end of the room | 


beyond them.” 


The coffins are made of chocolate. Whenever someone 
walks past one, it bursts open and a chocolate version of 

one of the party members (chosen at random) pops out and 
attacks. It has the same stats as the character except it has 
vulnerability to fire damage. Once slain, it melts into a pile of 
chocolate goo. If a character attacks a coffin, it explodes in a 


‘.. Ly . shower of hot chocolate goo. 


= At the far end of the room where the corridor ends 
. is a large space dominated by two large tables 
covered in treats and an assortment of large 
pumpkins. As the party approaches, 
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they see that the center and largest one is a large Jack-O- 
Lantern. A bright light emanates from the Jack-O-Lantern. 
When the party gets close, the source of the light is revealed 


to be Meezul, Lord of Tricks and Treats, a minor deity. 
He attacks the party using his candy stalks. As he does so, he 
continuously tells horrible jokes and cackles maniacally. 


When he’s defeated, Meezul explodes in a shower of pumpkin 
candy goo and 6d4 Spirit Treats. Inside his Jack-O-Lantern, 
there is a chest containing the following: 


Tome of Dreams 

Tote of Tricky Treat Sugarbombs 

Bag of Tricks 

Broom of Flying alt 
Deck of Illusions 

Hat of Disguise 

3,000 GP 


—— CF 


af) UNITE NEXT YEARS: 


Once the party loots Meezul’s chest, the whole mansion 
begins to shake and rumble. Everything inside begins to 
melt like chocolate on a hot day. The front door unlocks and 
swings wide open allowing the party to escape. They have 10 
rounds to do so. Anyone still inside the mansion after that 
time must make a DC 15 Constitution saving throw taking 
8d6 fire damage on a failure and half as much on a success as 
molten candy consumes them. 


When the party is outside the mansion (or trapped under 

its melting goo), they see the remains of the house seep into 
the ground leaving behind nothing but a simple wooden sign 
that reads “See you next year... -M”. 


CONCLUSION 


With Meezul dealt with, for now anyway, the festival is good 
to continue without any interruption. The mayor of town, 
grateful for the help of the adventurers (whether he asked for 
it or not) offers them free room and board, 100 GP each, and 
a bag of 6d4 Spirit Treats each. 


MAGIC ITEM 
Horrifying Helm 


Common, Wonderous Item (Head) 

This helm provides no armor bonus. However, whenever 
you wear it, your face appears skeletal to those around you. If 
an undead creature wishes to attack you, it must first make a 
DC 5 Wisdom saving throw. On a failure, it believes you're 
an ally and will not attack you until you attack it. 


Staff of Pumpkins 


Common, Wonderous Item (Staff) 

This staff functions as a normal quarterstaff. When you 
attack a creature with it and score a critical hit, the creature’s 
head turns into a Jack-O-Lantern for 1 minute blinding it. 
Additionally, the staff has 3 charges and regains all charges at 
sunset. You can touch the staff to any food item and expend 

1 charge to turn it into a pumpkin. 


Pirate’s Cutlass 

Common, Weapon 

This scimitar is incredibly well balanced. While wielding 
it, you gain advantage on any saving throw made to stay on 
your feet. 


Orb of the Arcane 


Common, Wonderous Item (Orb) 

The mist inside this orb swirls and crackles with arcane 
energy. This orb allows anyone to cast any cantrip, even if 
they don’t know it, and are not a magic user. To cast a catrip, 
make a DC 10 Arcana check. On a success, the spell casts 
normally. On a failure, nothing happens. The orb cannot be 
used this way again until you take a long rest. 


Parchment of Memory 

Common, Wonderous Item 

This ordinary looking sheet of parchment is imbued with 
powerful memory magic. While holding it, you can pic- 

ture something you've seen before in your mind and it will 
appear on the parchment like a photograph. The image lasts 
for 1 hour before it fades. Once used, this property cannot be 
used again until you take a long rest. 


Philter of Laughter 


Common, Potion 

Anyone who drinks this potion must succeed on a DC 12 
Wisdom saving throw or else they fall prone and are para- 
lyzed by a fit of laughter for 1 minute. If they take damage, 
the effect ends. 


Blood Funnel 
Common, Wonderous Item 
This ordinary looking funnel is stained red with 
blood. You can pour the blood of a creature that 
died within the last minute into a potion 
bottle using the funnel. If you do so, it 


creates a Potion of Healing. You can only have one potion 
created this way at a time. Once used, this property cannot be 
used again until you take a long rest. 


Tome of Dreams 

Uncommon, Wonderous Item 

This beautifully embossed book is full of gripping short sto- 
ries. You can read a story from the book over the course of 
10 minutes. The underlying nature of each story is unclear, 
leaving your subconscious mind to slowly process and un- 
pack its deeper meanings over the course of your next long 
rest. The next time you finish a long rest after reading a story 
from the book, roll a d20. On a roll of 10 or lower, you take 
2d4 psychic damage as your mind is plagued with intense 
terrors from the story you read. On a roll of 11 or higher, 
you gain 2d4 temporary hit points as your mind is filled with 
joy and courage instead. If you start a story but don't finish it, 
nothing happens next time you finish a long rest. 


Tote of Tricky Treat Sugar-Bombs 
Common, Wonderous Item 
This canvas bag holds 5d8+10 clove and pumpkin candies in- 
side. A small illusory face appears over the sewn-on pumpkin 
at night. Each candy has a minor magical effect that lasts for 
1 minute unless otherwise specified. Some effects are pleag. 
ant, whereas some are mischevious. You can eat a candy as an 
action. When you do, roll on the table below to determine 
the candy’s effect: 

~ a 


CANDY’S EFFECT 
1d20_ ~=«Effect 


Your face appears to melt: revealing the skull beneath 
it. The effect is harmless and illusory. 


Other creatures’ eyes appear to be hollowed out and 
blackened. 


Your hair falls out and regrows over the next minute. 


Your pupils resemble a snake’s. 


10 Your skin turns orange, and light spills forth from your 
eyes and mouth, casting bright light in a 10-foot radius 
and dim light for another 10 feet. 


12 You sprout tiny, flightless bat wings. 


14 Nearby crows and ravens land on your shoulders or 
outstretched arm. 


16 Any alcohol in your stomach or that you drink becomes 
nonalchocolic. 


18 Any food you eat or water you drink tastes delicious and 
reminds you of your favorite past times. 


20 You can magically sense if someone is possessed, and 
you can see creatures that are invisible. 


